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I. Preface 


A Note from the Author 


Running a business or even trying to manage your own affairs is primarily a 
social experience. Appreciating that, we have designed Aun for the Money to 
- encourage interaction between players as they navigate their way through 
the game. The open display of all information during the game invites the 
sharing of strategies, successes, and failures. Players keep talking as they 
play. They learn from each other, and they learn as they verbalize their own 
thoughts. When a game provides ample opportunities for contact between 
humans, score one for the humans. 


Thomas F.F. Snyder 
President | 

Tom Snyder Productions, Inc. 
Cambridge, Massachusetts 


A Note from the Economist 


Run for the Money is designed primarily to be fun; however, it is based on 
many sophisticated principles of economics. This game will give children and 
adults practical insights into the laws of supply and demand, aspects of 
competitive markets, game theory concepts, production processes, market 
structures, bidding, pricing, collusion, investment, and such business tools as 
bar charts and spread sheets. Even so, you don’t have to be an economist to 
play Aun for the Money. Just get to know the Bizlings and their world. What 
you learn by playing with them will be as useful on Earth as on Simian. 


Arthur Lewbel, Ph.D. 
Massachusetts Institute of Technology 


Hl. Introduction 


Who? Two Bizlings in Sauces spaceships 

When? After a dangerous zinger storm forced them to crash-land 
Where? Planet Simian, somewhere in space 

What? Repair ships and launch 


How? Piay Run for the Money 


Why? To have fun! 


Here’s the story. You are a Bizling. The paint shield that protects your 
spaceship is damaged. You've got to buy new paint to fix it. You have a little 
money, but you'll need much more. Planet Simian has everything a smart 
Bizling needs to go into business. You can buy rufs from the Ruffians. Turn 
the rufs into synannas. Sell the synannas to the Simians. If you do well, 
you'll make a good profit. Then you can use your profits to buy paint and 
paint your shield. With a lot of planning and a little luck, you'll be able to 
launch your ship in just a few Simian weeks. 


fiw 


This is how your 
Atari screen will look. 


Ill. Getting Started 


Atari Loading Instructions: 


1. Turn on your TV or monitor. 

2. Turn on the disk drive first without a disk in it. : 

3. When the “busy” light goes off, insert the Aun for the Vane disk and 

close the door of the disk drive. 

4. Aue on your Atari computer. You are now ready to play Run for the 
oney. 

5. For the Atari 800XL, hold down your OPTION key to start the program. 


To Begin: This section of the booklet contains all the information you need 
to know about Aun for the Money. The command card will be a handy 
reference while you're playing the game. It tells you and your opponent 
which keys to hit to move your Bizlings around the screen. Jake a minute 
now to look at the command card. 


You need two people to play. First, you'll see a title screen vith an option 
ara at the bottom. Press the SELECT key to see each of the following 
choices: 


When the option you want is displayed on the screen, press the START key. 


_ At each successive level of complexity from Beginner to Tycoon, players are 
given less money and the pace of the game speeds up. (Game action Is 
measured in Simian weeks. Each time the moon moves across the screen 
from left to right, one Simian week has gone by.) At the Expert and Tycoon 
levels, players can bargain over the price of the raw materials they buy. At 
the Tycoon level, players can purchase various pumps to improve their 
sane production and also invest in shares of marzipan, gold, and acres of 
and. 


The Tutorial game explains the rules of the game step-by-step. After you 
have read this book and have seen the Tutorial, you'll be ready to Aun for 
the Money. 


Game-at-a-Glance 


Crash! The Paint Shield Bizlings 

Two Proto-Ruf The zingers You are one of 
Ships, each carrying removed all the the Bizlings, 

a Bizling, crash-landed paint from the ship’s space travelers in 
after flying through a ‘protective shield. search of business. 


zinger storm. 


Selling 

The more synannas Simians will buy 

sold, the more : synannas if the quality 
profit earned. and price are right. 


Paint Van Painting Launch! 
You can use your At last you can paint : Blast off! 
profits to buy paint the protective shield 

at the paint van. on your ship. 
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Cash 

You have a little 
money, but you 
need more. 


Advertising 
Advertising tells 
the Simians 
about the 
synannas for sale. 


Raw Materials 
You need to buy 
raw materials 
called rufs. 


Planning 

You can use various 
tools to plan business 
strategy and set the 
price for synannas. 


Production 

You can use the 
rufs to make 
synannas. 
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When a zinger hits 
the side of a ship, 
it breaks into tiny 
pieces that can 
clog up a ship’s 
engine. 


A Longer Look 


A dangerous zinger storm forced two Bizlings’ ships to crash-land 
on Planet Simian. Zingers are space particles that constantly zip 
through the atmosphere above Planet Simian. Occasionally, a 
zinger storm will reach the surface of the planet. 


The Paint Shield 


_ To protect the engines from these zingers, your ship has a shield 


covered with protective paint. The protective paint reflects zingers 
so they won't hit the ship at all. Your ship flew through such a 


_ severe zinger storm that all the paint came off the shield. You 


must repaint your shield before you can leave the planet. 


The Bizlings 


Bizlings are creatures who search the universe for good business 
opportunities. Lefty Bizling piloted the ship on the left, and Righty 
Bizling flew the one on the right. Each player controls one of these 
Bizlings. Use your Bizling to carry out your plans. 


Cash 


Fortunately, you were carrying some cash for emergencies on this 
trip. The amount of cash you begin the game with appears at the 
bottom of the screen. The worst thing that can happen to a Bizling 
is to run out of cash. 


Be careful not to 
run into the other 
Bizling; it can slow 
you down. 
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Watch out—the 
Ruffians are very 
moody! 


Raw Materials 


Buying Rufs: The Ruffians, a strange culture on the planet Simian, 
mine the rufs and sell them. The Ruffians live underground and 
you will never see one. To buy rufs, you must go into one of the 
rufhouses (found at the bottom of the screen). The number on— 
each rufhouse is the price of the rufs for sale there. One rufhouse | 
sells only high-quality rufs. One sells only medium- uae and 
one only low-quality rufs. 


Entering a Rufhouse: To enter a rufhouse, move your Bizling onto 
the front porch of the rufhouse and sal the joystick aly The 
Bizling will jump in. 


Making a Deal: Wait inside the rufhouse. The Ruffians will lower 
the price. When you see a price you like, press your joystick 
button. Five rufs will pop out onto the ground. You will see the 
word OK in your rufhouse, and that will indicate that the price is 
final and cannot be lowered that week. 


Getting Thrown Out: Be careful. If you take too long choosing a 
price, sometimes the Ruffians will get impatient and throw you out 
of their rufhouse. When that happens, the starting price of the rufs 
may go higher than the original price. You can go back in again, 
but if you are thrown out a second time, the Ruffians won't sell to 
you for the rest of that week. 


Leaving a Rufhouse Without Buying: You can leave a rufhouse 
anytime by moving your Bizling up. 


Picking Up Your Rufs: To pick up a ruf, move your Bizling on top 
of it and press your joystick button. You will see the ruf appear in 
the ruf warehouse of your ship. You won't be able to pick up ruf 
if your ruf warehouse is full. | 


Buying More Rufs: When you buy from a rufhouse, your Bizling 
can only go back into that same rufhouse for the rest of the week 
and buy rufs at the same price. The other rufhouses won't let your 
Bizling in. However, the other Bizling can buy from the same 
rufhouse that your Bizling used. 


Buying Rufs at the End of the Week: If you don’t pick up your 
rufs before the week ends, they will be gone when the next week 
starts. So be careful when buying at the end of the week. 


Keep an eye on 
the Simian moon, 
and don’t buy rufs 
when the week is 
almost over. 
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Your machine 
won't start if you 
don’t have any 
rufs. 


Producing Synannas: Synannas, those delicious, bruiseless, 
synthetic bananas, are made from rufs. There is a machine on 
your Proto-Ruf Ship that can turn the rufs you bought into 
synannas. 


Starting Your Machine: Your rufs are stored in the ruf warehouse 
on your Proto-Ruf Ship. To start making synannas, move your 
Bizling to the lever under the ruf warehouse and press the joystick 
button (see COMMAND CARD). The machine will make synannas 
and drop them into the synanna showroom. The machine will stop 
at the end of the week, when you run out of rufs, or when your 
synanna showroom is full. 


(NOTE: /f this is your first time through the game, you might want 


to skip this section and come back to it later.) 


At the beginning of a new game, the price of your synannas will 
be set at $40 each. When the first Simian week is over, then you 
can do PLANNING and set your price. : 


You'll need some information before you can decide what to 
charge for your synannas. At the end of every Simian week, you'll 
see the following helpful screens: 


Profit Graphs: Graphs will make it easy for you to understand 
what you did last week. These graphs show how much money 
you took in from synanna sales and how much you spent to buy 
rufs and advertising. The last graph shows your profit—the 
difference between what you took in and what you spent. 


Profit 


Units Sold: 8 Your Price: 10 


Profit 


Profit 


Don’t run out of 
money. 


Advertising: 2 ee Profit: 54 
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The Simian Vine: This “newspaper” tells about current events on 
Simian that may affect your synanna business. 


News Flash: Gives you news about company bantisce, grants, 
holidays, shortages, and sales. 


Remember: Zinger 
storms chip your 


paint shield! 
Ruffian Bargaining Mood: Helpful information about the Ruffian’s 
moods for the coming week. 
Bargain Ruf Bazaar Good 
Quality Ruf Market Bad 
Superior Ruf Emporium Fair 
The What If Machine: 
Check the 


newspaper for the 
latest mood of 
each rufhouse. 


Inventory | Inventory 
Leave 7 Leave 
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The inventory line shows the amount of Cash, Paint, Rufs, and 
Synannas that you have. 


This handy machine shows you what you did last week. Then it 
allows you to find out what might happen to your profit in the 
coming week. By changing the numbers in the machine (see 
COMMAND CARD), you can answer questions like these: 


@ What if | sell more units? 
@ What if | buy more rufs? 
@ What if | pay more for rufs? 
@ What if | raise my price? 
@ What if | lower my price? 


When you are finished using the machine, select LEAVE and press 


your joystick button (see COMMAND CARD). The game will not 
continue until BOTH players have pressed their buttons. 


Making Predictions: When you use the What If machine, you are 
really predicting what your profit will be next week. The Bizling 
who comes closest to meeting the prediction while still making 
money may get an award. So if you predict on the What i 
machine that your profit will be $250, and at the end of the week 
your actual profit is $234, you may win a $100 award and The 
Bizling Business Bureau Golden Synanna Trophy. 


Price Setting: After both players have used the What If prediction — 


machine and hit their joystick buttons, you will have a few 
seconds to set your final price for the coming week. The price you 
have showing when the timer runs out will be your price for the 
week. 


A Simian Survey: The Simians will tell you what they think of 
your synannas. The more they like your synannas, the more they'll 
be willing to pay a higher price for them. } | 


Your prediction 
must be within 
$100 of your actual 
profit for you to 


win an award from 
The Bizling 
Business Bureau. 


Remember, 
random surveys 
are not always 
accurate. 
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: Advertising 


As the Simians swing by, they look at the price and quality of your 
synannas before deciding which ship shop to buy from. You can 
encourage the Simians to buy your synannas by advertising with 
an eye-catching synanna sign. Also, more Simians will come by if 
you advertise. But don’t forget that advertising will cost you money. 


Turning on Your Sign: To advertise, move your Bizling to the 
lever located under the synanna showroom on your Proto-Ruf 
Ship and press your joystick button (see COMMAND CARD). The 
synanna sign will flash once. 


Selling 


If the Simians like your synannas and your price, you will often 
make a sale, even if you don’t advertise. When a Simian buys a 
synanna, your synanna supply will go down. 


Advertising will 
bring more 
Simians during a 
Simian holiday. 
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Profit 


As the Simians buy your synannas, your money supply will go up. 
The money that you make from selling synannas (minus the cost 
of making synannas and advertising them) is your profit. If your 
profit is large, then you are running your business well. 


The Paint Van 


Hyam Mighty’s Paint Van: Hyam Mighty, the brilliant scientist and 
inventor, makes paint in his hidden laboratory on Simian. He 
travels around in his paint van and offers the paint for sale when 
he has some. The process for making paint is a slow one, so he 
doesn’t always have paint to sell. When he does, he will hang out 
a bucket of paint, and post the price on the side of his van. 


Paint Auction: Hyam Mighty will auction each bucket of paint to 
the highest bidder. The posted price is his beginning price. To bid 
on the paint, move your Bizling to the lever on your side of the 
van and push your joystick button. Every time you push the 
button, the price goes up. The marker on the van will move 
toward the last and highest bidder. Bid as much as you want. 
When the marker reaches your lever, the bucket will disappear. 


The paint will be stored in your Bizling’s antennae. age 
| You can’t bid more 
money than you 


have. 


wi 


When a zinger hits 
an unpainted spot 
on the shield, it 
makes holes in the 
rest of the paint. 
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A Bizling paints with its antennae. To paint, simply move your 
Bizling over the shield. It will continue until its paint is all gone. 


Every two weeks, both players will have a chance to launch their 
ships. Your protective shield does not have to be completely 
painted to make a successful launch, but the more paint it has the 
better your chances will be. Both players can launch at the same 
time. If your ship does not have enough paint to clear the Simian 
atmosphere, zingers will splatter against the shield and force it 
back to the planet’s surface. If you wish to launch, just hit your 
joystick button when the launch screen appears. A successful 
launch ends the game. : : 


For Advanced Players 


| Bargaining 


At both the Expert and Tycoon levels, you can bargain with the Ruffians over 
the price of rufs. (Bargaining is a process in which the buyer and the seller 
make offers until they find a final price that both agree is fair.) To start 
bargaining, go into a rufhouse and select a starting price by moving the 
joystick right or left. Your price will appear in the box on the rufhouse 
directly below the Ruffians’ price. To offer that price, press the joystick button 
and wait. If the Ruffians like your offer, they will lower their price and you 
can bargain some more. If the Ruffians don’t like your offer, they won't 
change their price and may even throw you out. Then you can offer the 
same price again or make them a higher offer and see what happens. Keep 
bargaining until they like your price. Only then will the Ruffians sell you their 
rufs. You can buy up to 20 rufs before your Bizling must pick them up. 


Always remember to read the Simian Vine to see what kind of mood the 
Ruffians will be in the following week. You'll find that the Ruffians will be 
more likely to lower their price when they're in a good mood and tend to 
throw you out sooner when they're in a bad mood. 


Pumps 


At the Tycoon level, Hyam Mighty also sells pumps that can change your 

~ gsynanna production. You can invest money in new pumps that can speed up 
your synanna production or improve the quality of your synannas. The fancy 
pumps are expensive and tricky to use, but they can put you way ahead of 
the competition. There are three kinds of pumps for sale: 


1. Synanna Making Doubling Pump—makes two synannas out of every ruf. 

2. Synanna Factory Soeed Pump—makes synannas twice as fast. 

3. Synanna Quality Booster Pump-—changes a low-quality ruf into a medium- 
quality synanna and changes a medium-quality ruf into a high-quality 
synanna. 
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x Synanna 
Making 


Doubling Pump 


mp Synanna 
Factory 

Speed Pump 

EB Synanna 
Quality 


Booster Pump 


You will see | 
these symbols 
represented when 
rufs are being 
manufactured into 
synannas. 


If you’re planning 
on purchasing rufs 
in the high quality 
rufhouse, you 

_ don't want to buy 
the Synanna 
Quality Booster 
Pump. 
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You must bid for a pump from Hyam Mighty’s van in the same 
way that you bid for paint. When you buy a pump, it will 
automatically be installed in your synanna machine. Be careful— 
these new pumps overheat quickly and may burn themselves out. 
You can tell that a pump is getting too hot when it begins to 
change color. Then you must quickly turn off your machine by 
moving your Bizling to the lever under the ruf storage 
compartment and pressing the joystick button. If the pump burns 
out, you'll lose it. 


Investments 


At the Tycoon level, you can also buy marzipan, gold bars, or 
acres of land from Hyam Mighty. These things won't help your 
synanna business right away; they are investments for the future. 
For example, if you buy a gold bar at $50 and then later the price 
goes up to $100, you can make a $50 profit at the next gold sale. 
Of course, if the price goes down or if there is no gold sale before 
you launch, the money will be lost. Investments are a risky 
business, but they offer an easy way to make a profit. 


You bid for marzipan, gold bars, and acres of land at Hyam 
Mighty’s van when he puts them up for sale. The inventory line on 
the What If machine will keep track of your investments. 


This is how your 
“Commodore 64. screen will look. 
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IV. Getting Started 


Commodore 64 Loading Instructions: 


1. Put your Run for the Money disk into the Commodore disk drive. Turn the 
disk drive on. The green and red lights will come on and then the red 
light will go off. 

2. Turn on your TV or monitor. 

3. Now turn on your Commodore 64. You will see the usual message on 
your screen and a flashing cursor. 

4. Type the following: | 


. LOAD “RFM", 8 
and then press RETURN. 


When you get the READY prompt and the flashing cursor, type RUN and 
press RETURN. 


When you hear the Scarborough music and see the title screens, you're 
readv to play Aun for the Money. 


To Begin: This section of the booklet contains all the information you need to know 
about Run for the Money. The Commodore version of Run for the Money 

gives you the option of playing the game with joysticks or the keyboard. The 
command card will be a handy reference while you're playing the game. It 

tells you and your opponent how to move your Bizlings around the screen. 

Take a minute now to look at the command card. 


You need two people to play. First, you'll see a title screen and then a menu 
of options. 


If you select P, Play new game, you must then decide which level to play and 
whether you want to use joysticks. Your choices will be displayed on the 


screen. 


At each successive level of complexity from Beginner to Tycoon, players are 
given less money and the pace of the game speeds up. (Game action is 
measured in Simian weeks. Each time the moon moves across the screen 


from left to right, one Simian week has gone by.) 


The Tutorial game explains the rules of the game step-by-step. At the end o 


the Tutorial, each player can practice by playing against the computer. 
During the practice game, a player controls one Bizling and the computer 


controls the other. The practice game is slower than the real game so you 
have more time to think. 


| After you have read this book and have seen the Tutorial, you'll be ready to 
Run for the Money. 


Game-at-a Glance 


Crash! © 

Two Proto-Ruf 

Ships, each carrying 
a Bizling, crash-landed 
after flying through a 
zinger storm. 


Paint Van 

You can use your | 
profits to buy paint 
at the paint van. 
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The Paint Shield 
The zingers 
removed all the 
paint from the ship’s 
protective shield. 


Profit 


_ The more synannas 


sold, the more 
profit earned. 


Painting : 
At last you can paint 
the protective shield 


on your ship. 


Bizlings 

You are one of 

the Bizlings, 

space travelers in 
search of business. 


Selling 

Simians will buy 
synannas if the quality 
and price are right. 


Launch! 
Blast off! 


Cash 

You have a little 
money, but you 
need more. 


Advertising 
Advertising tells 
the Simians 

about the 
synannas for.sale. 


Raw Materials 
You need to buy 
raw materials 
called rufs. 


‘Planning 


You can use various 
tools to plan business 
strategy and set the 
price for synannas. 


Production 

You can use the 
rufs to make 
synannas. 
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When a zinger hits 
the side of a ship, 
it breaks into tiny 
pieces that can 
clog up a ship’s 
engine. 


Longer Look 


' Crash! 


A dangerous zinger storm forced two Bizlings’ ships to crash-land 
on Planet Simian. Zingers are space particles that constantly zip 
through the atmosphere above Planet Simian. Occasionally, a 
zinger storm will reach the surface of the planet. 


The Paint Shield 


To protect the engines from these zingers, your ship has a shield 


covered with protective paint. The protective paint reflects zingers 
so they won't hit the ship at all. Your ship flew through such a 
severe zinger storm that all the paint came off the shield. You 
must repaint your shield before you can leave the planet. 


The Bizlings 


Bizlings are creatures who search the universe for good business 
opportunities. Lefty Bizling piloted the ship on the left, and Righty 
Bizling flew the one on the right. Each player controls one of these 
Bizlings. Use your Bizling to carry out your plans. 


Cash 


Fortunately, you were carrying some cash for emergencies on this 
trip. The amount of cash you begin the game with appears at the 
bottom of the screen. The worst thing that can happen to a Bizling 
is to run out of cash. 7 | | 


Be careful not to 
run into the other 
Bizling; it can slow 
you down. 


If you don’t have 
much money, stick 
with the low- 
quality rufs. 
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Buying Rufs: The Ruffians, a strange culture on the planet Simian, 


mine the rufs and sell them. The Ruffians live underground and 
you will never see one. To buy rufs, you must go into one of the 
rufhouses (found at the bottom of the screen). The number on 
each rufhouse is the price of the rufs for sale there. Certain 


rufhouses sell only high-quality rufs. Some sell only medium- 


quality, and others only low-quality rufs. 


Entering a Rufhouse: To enter a rufhouse, move your Bizling on 
top of the rufhouse and push the plunger button. The Bizling will 


~ jump in. 


Making a Deal: Wait inside the rufhouse. The Ruffians will lower 
the price. When you see a price you like, press your plunger 
button. Five rufs will pop out onto the ground. 


Zeroing Out: Be careful. If you take too long choosing a price, 
~sometimes the Ruffians will get impatient and decide not to sell. 
The price in that rufhouse will drop to zero (0) and no one will be 
able to get inside again that week. If you get “zeroed out” of one 
rufhouse, try another. 


Leaving a Rufhouse Without Buying: You can leave a rufhouse 
anytime by moving your Bizling up. | 


Picking Up Your Rufs: To pick up a ruf, move your Bizling on top 
of it and press your plunger button. You will see the ruf PPPEe! in 
the outer compartment of your ship. 


Buying More Rufs: When you buy from a rufhouse, your Bizling 
can only go back into that same rufhouse for the rest of the week. 
The other rufhouses won't let your Bizling in. Also, the other 
player's Bizling won't be allowed into the rufhouse that sold rufs 
to you. 


Buying Rufs at the End of the Week: If you don’t pick up your 
rufs before the week ends, they will be gone when the next week 
starts. So be careful when buying at the end of the week. 


Keep an eye on 
the Simian moon, 
and don’t buy rufs 
when the week is 
almost over. 
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Your machine 
won't start if you 
don’t have any 
rufs. 


Production 


Producing Synannas: Synannas, those delicious, bruiseless, 
synthetic bananas, are made from rufs. There is a machine on 
your Proto-Ruf Ship that can turn the rufs you bought into 
synannas. 3 


Starting Your Machine: Your rufs are stored in the ruf warehouse 
on your Proto-Ruf Ship. To start making synannas, move your 
Bizling to the plunger under the ruf warehouse and press the 
plunger button (see COMMAND CARD). The machine will make 
synannas and drop them into the inner compartment. The 
machine will stop after it makes a certain number of synannas, at 
the end of the week, or when you run out of rufs. 


Planning 


(NOTE: /f this is your first time through the game, you might want 
to skip this section and come back to it later.) 


At the beginning of a new game, the price of your synannas will 
be set at $40 each. When the first Simian week is over, then you 
can do PLANNING and set your price. 

You'll need some information before you can decide what to 
charge for your synannas. At the end of every Simian week, you'll 
see the following helpful screens: 


Profit Graphs: Graphs will make it easy for you to understand 
what you did last week. These graphs show how much money 
you took in from synanna sales and how much you spent to buy 
rufs and advertising. The last graph shows your profit—the 
difference between what you took in and what you spent. 


money. 


Advertising: ee: Profit: | 


The Simian Business Weekly: This “newspaper” tells about 
current events on Simian that may affect your synanna business. 


The What If Machine: 


Inventory | nventory 
LEAVE | LEAVE 


This handy machine shows you what you did last week. Then it 
allows you to find out what might happen to your profit in the 
coming week. By changing the numbers in the machine (see 
COMMAND CARD), you can answer questions like these: 


lf your opponent is 


doing well, try @ What if | sell more units? 
cone hase @ What if | buy more rufs? 
oY: @ What if | pay more for rufs? 
@ What if | raise my price? : 
\ @ What if | lower my price? 
= 
pooN The inventory line shows the amount of Cash, Paint, Rufs, and 


Synannas that you have. 


When you are finished using the machine, press your plunger 
button (see COMMAND CARD). The game will not continue until 
BOTH players have pressed their buttons. 


Making Predictions: When you use the What If machine, you are 
really predicting what your profit will be next week. The Bizling 
who comes closest to meeting the prediction while still making 
money may get an award. So if you predict on the What If 
machine that your profit will be $250, and at the end of the week 
_ your actual profit is $234, you may win a $100 award. 


Price Setting: After both players have used the What If prediction 
machine and hit their plunger buttons, you will have a few 
seconds to set your final price for the coming week. The price you 
ae ene when the timer runs out will be your price for the 
week. 


A Simian Survey: The Simians will tell you what they think of 


your synannas. The more they like your synannas, the more ae lI 


be willing to pay a higher price for them. 


Your prediction 
must be within 
$100 of your actual 
profit for you to 
win an award from 
Hyam Mighty. 


Remember, 
random surveys 
are not always 
accurate. 


(Om 
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Z Advertising 


As the Simians swing by, they look at the price and quality of your 
synannas before deciding which ship shop to buy from. You can 
encourage the Simians to buy your synannas by advertising with 


an eye-catching synanna sign. But don’t forget that advertising will 
cost you money. 


Turning on Your Sign: To advertise, move your Bizling to the 
plunger located under the synanna showroom on your Proto-Ruf 


Ship and press your plunger button (see COMMAND CARD). The 
synanna sign will flash once. 


Selling 


lf the Simians like your synannas and your price, you will often 
make a sale, even if you don’t advertise. When a Simian buys a 
synanna, your synanna supply will go down. 


\\j 


Advertising will 
bring more 
Simians during a 
Simian holiday. 


< 
O 
(=) 

MS 
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As the Simians buy your synannas, your money supply will go up. 
The money that you make from selling synannas (minus the cost 
of making synannas and advertising them) is your profit. If your 
profit is large, then you are running your business well. 


The Paint Van 


Hyam Mighty’s Paint Van: Hyam Mighty, the brilliant scientist and 
inventor, makes paint in his hidden laboratory on Simian. He 
travels around in his paint van and offers the paint for sale when 
he has some. The process for making paint is a slow one, so he — 
doesn't always have paint to sell. When he does, he will hang out 
a bucket of paint, and post the price on the side of his van. 


Paint Auction: Hyam Mighty will auction each bucket of paint to 
the highest bidder. The posted price is his beginning price. To bid 
on the paint, move your Bizling to the plunger on your side of the © 
van and push your plunger button. Every time you push the 
plunger, the price goes up. The bucket will move toward the last 
and highest bidder. Bid as much as you want. When the bucket of 
paint reaches your plunger, the bucket will disappear. The paint 


will be stored in your Bizling’s antennae. eee ae 
money than you 
have. 
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When a zinger hits 
an unpainted spot 
on the shield, it 
makes holes in the 
rest of the paint. 
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Painting the Shield 


A Bizling paints with its antennae. To paint, simply move your 
Bizling over the shield. It will continue until its paint is all gone. 


Every two weeks, both players will have a chance to launch their 
ships. Your protective shield does not have to be completely 
painted to make a successful launch, but the more paint it has the 
better your chances will be. Both players can launch at the same. 
time. If your ship does not have enough paint to clear the Simian 
atmosphere, zingers will splatter against the shield and force it 
back to the planet's surface. If you wish to launch, just hit your 
plunger button when the launch screen appears. A successful 
launch ends the game. 


The strategies that you can use when playing Run for the Money are similar 


to those used in the real business world. This section describes some of 
these strategies and how you can put them to work in Aun for the Money. 


The Burger Strategy 


Earth: You've seen and heard the advertising wars—McDonald’s 

vs. Burger King, Coke vs. Pepsi, and so on. These are examples of 
companies offering similar products for similar prices. Each company uses 

_ huge advertising campaigns to try to gain an advantage over its competitor. 


Simian: You can use advertising to encourage Simians to buy 

your synannas. But you must pay for advertising, and that expense can cut 
into your profits. Unless you get positive results from advertising (that is, 
more customers), you are just throwing your money away. 


The Fly-Away Strategy 


Earth: Another way a company can attract customers is to offer a 

slightly lower price for the same quality product. Airlines do this by giving 
discounts and special fares. Often when one airline lowers its price, the 
others follow. Car makers, computer manufacturers, and supermarkets also 
use price cutting. This method can be effective but risky because as the 
prices fall, profits also shrink. 3 : 


Simian: You can keep lowering your price to stay just below the 


other Bizling’s price. Just be careful that your profits don’t disappear entirely. 
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The Shopping Strategy 


Earth: One way to increase profits is to get the same quality of 

raw materials for less money. Then the seller can charge less for the final 
product and still make the same profit. However, finding cheaper raw 
materials may mean some shopping around. This strategy is like hunting for 
the best possible birthday present. If you take too long shopping around for 
the best price, you may be late for the party and the bakeries may close. 


Simian: You can lower your costs by waiting in the rufhouse for 
the price to go down or you can try to bargain with the Ruffians. 
There are risks here. It takes time for the price to go down, and 
you may miss another opportunity, like a paint sale. Or the 
Ruffians may throw you out and refuse to sell altogether. 


The Pot Roast Strategy 


Earth: Sometimes a fancy restaurant that used to serve sirloin 

steaks starts buying cheap pot roasts instead, but keeps everything else the 
same. The customers, however, remember the better steaks and continue to 
eat there. After several disappointments, they stop coming. In the meantime, 
the restaurant has made money. 


Simian: Simians, like people, remember the last product they : 
bought. If you are selling high-quality synannas, the Simians will continue to 
expect excellence from you. Then you can cut your costs by shifting to low- 
quality rufs while keeping your prices high. The Simians, however, will soon 
catch on to you. 
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The Copycat Strategy 


Earth: Have you ever noticed that when one television station 

comes up with a very popular show, the other stations start making ones 
just like it? Sometimes the copycat shows are successful. At other times, 
Bove don’t want another show just like the first one, and they won't watch 


Simian: If one Bizling is making a lot of money with a strategy, 
then you can try to copy it. Sometimes copying will work, sometimes not. 


The Fast Lane Strategy 


Earth: There are always some people who are willing to take big 


risks. They buy a lot of stocks and bonds or invest in get-rich-quick schemes. 


They can make a bundle. They can also lose everything. 


Simian: It's possible to spend a lot of money fast on paint and 

rufs. You can bid more than your competitor on paint and buy rufs quickly 
without waiting for the price to drop. In this way, you may get a lot of 
synannas to sell, a lot of paint in your antennae, and a chance to paint your 
shield quickly. You may also go broke. 


43 


The Upper Limit Strategy | 


Earth: It’s disappointing to go to the store and find out that a 

record you wanted to buy costs more than you had planned to spend. If you 
buy the record anyway, you may not have enough money later for 
something you need. The next time you go to buy a record you could set a 
limit on how much you will spend. This strategy will leave you with enough 
money for other purchases. | 


Simian: It’s risky to bid more for paint than you can afford. 

Instead, you can set an upper limit for yourself. If the price goes above this 
limit, you stop bidding. Also, you may decide that you can’t afford to pay 
more than, say, $20 for a ruf. In that case you will have to wait in a rufhouse 
until the cost drops below your upper limit. Or you can simply buy a lower 
quality ruf. | 


The Star Wars Strategy 


Earth: When the movie Star Wars came out, it was very popular 

and made lots of money. So they made another Star Wars movie. And 
another. And as long as they continue to be successful, they will continue to 
make movies such as Star Wars. | | ce 


Simian: As long as a strategy works, don’t change it. If you're 


selling lots of synannas and making lots of money, stick with whatever 
you're doing. 


Ae 


The Vegetable Machine Strategy 


_ Earth: Have you ever seen television ads for vegetable machines? 


They say that if you order today, you can get a machine that will cut, peel, 
and smash your vegetables for you. The vegetable machine makers are 
using moderate prices, low quality, and plenty of advertising to make money. 


Simian: As a Bizling, you can set quality low, price medium, and 
ee high. Don't be afraid to try combining strategies. It can be very 
effective. 7 


/ The Bargain Basement Strategy 


Earth: Catalog stores, factory outlets, and bargain basements are 


all places that specialize in offering goods for low prices. These stores avoid 


fancy products and expensive frills. They look for quantity of sales rather 
than quality. | : 


Simian: You can try this strategy by buying rufs as cheaply as : 
possible and by setting your price very low. But you won't make much 
money on each sale, so you'll have to sell a lot of synannas to succeed as a 
bargain basement. 
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The Gas Pump Strategy 


Earth: People have different needs and wants. Some people have 

new cars that will only run on expensive unleaded gasoline. Others have old 
automobiles that will use less expensive fuel. While one gas station might 
focus on the needs of new-car owners, another can serve the needs of those 
who own older cars. 


Simian: You can follow this strategy by always buying rufs that 

are different from your competitor's rufs. If the other Bizling uses high 
quality, you go low. If the other Bizling switches to low quality, you switch to 
aes Then you can appeal to the Simians that don’t like the other Bizling’s 
product. 


The Save And Splurge Strategy 


Earth: Some kids save every penny of their allowance for months. 

One day they spend it all on a big thing like a bicycle or a computer game. 
By saving for a long time, these kids finally get what they wanted. Until then 
they must resist spending much money. 


Simian: You can try this strategy by not buying paint at first. Then, 


when you have much more money than the other Bizling, you can try to oe 
lots of paint, or lots of rufs, if you need them. | 
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Vil. Glossary 


ADVERTISING is one way that a company persuades people to buy things. 
Companies must spend money in order to advertise. Cereal companies, for 
example, pay television stations to show cereal commercials. Those 
commercials are advertising. 


CASH is the money you have on hand. In order to open a lemonade stand, 
you must begin with some money to buy lemonade mix and sugar. That 
money is called cash. Your profit (the money you make from selling 
lemonade minus your costs) is added to your cash. 


COSTS are the amounts of money a company must pay to stay in business. 
Some examples of costs are buying raw materials and paying for 
advertising. 


GOODS are products that get sold. Furniture, coal, and toothpaste are all 


goods. 


A GRAPH is a picture that represents numbers. On the profit graph in Aun 
for the Money, the higher your profit is, the taller the bar will be. 
Other examples of graphs are time lines and number lines. 


_ A PREDICTION is a guess about what will happen in the future. Companies 
make predictions of their costs and sales in order to develop good plans and 
strategies. For example, farmers plant a certain number of pumpkin seeds in 
uy Seng based ona prediction of how many pumpkins people will want in 
tne Ta 


PRICE is how much money a company charges for its goods. The price of 
bubble gum is less than a dollar, while the price of a car is thousands of 
dollars. A company sets the price of a product in order to cover its costs and 
also make a profit. 


PRODUCTION is turning raw materials into finished goods. For example, a 
factory makes bicycles out of metal and rubber. A carpenter makes a chair 
out of pieces of wood. A Bizling makes synannas out of rufs. 


PROFIT is money a company has left after paying all its costs. If you buy a 
lemon for ten cents, make lemonade, and sell the lemonade for a quarter, 
your profit will be fifteen cents. 
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RAW MATERIALS are what goods are made from. For example, gasoline 
comes from a raw material called crude oil. 


SALES are the number of goods a company sells. If a hot dog stand sells — 
ten hot dogs in a day, then that stand had ten sales that day. 


SUPPLY is how many raw materials or produced goods a company has on 
hand. For example, all the candy in a candy store is that store’s inventory or. 
supply of candy. 


A SURVEY is when you ask many people what they think of something. 


Commercials often show people being surveyed about which brand of soft 
drink or laundry detergent they prefer. 
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Vil. 


Children’s Fiction: 
Hicks, Clifford B. Illus. by Bill Sokol. Alfred’s Swap Shop. New York: 
Holt, 1976. 


Barter as a life style involves Alvin and his friends in a surprising series of 
misadventures during one far-from-boring summer vacation. 


Kleven, Jill Ross. Illus. by Linda Strauss Edwards. The Turtle Street Trading 


ny. New York: Delacorte, 1982. Turtle Together Forever. New York: 
Delacorte, 1982. 


Two surprising, involving stories of kids whose desire to visit Disneyland 
prompts them to start a business and open a branch office. 

Kranz, Hazel. |Ilus. by Charles Geer. 100 Pounds of Popcorn. New York: 
Vanguard, 1961. 

Business is really a combination of tradeotia: full of excitement and sorrow, 
of personal loss even with success and profits. 

Merrill, Jean. Toothpaste Millionaire. Boston: Atheneum, 1972. 

Rufus, the entrepreneur and Kate find themselves involved in an incredible 
business venture as Mr. Conli’s math class becomes Toothpaste I. 

Naylor, Phyllis R. Illus. by Blanche Sims. Eddie, patie ct New York: 
Atheneum, 1980. 


All the problems of business—raw materials markets, accounts and ideas— 
come alive in an adventure-laden, funny story. | 


Children’s Non-Fiction: 


Armstrong, Louise. Illus. by Bill Basso. How to Turn Lemons into Money: A 
Child’s Guide to Economics. New York: Harcourt, 1976. How to Turn Up into 
Down into Up: A Child’s Guide in Inflation, Depression, and Economic : 
Recovery. New York: Harcourt, 1978. 


Two easy-to-read small volumes for the young child full of very big ideas. 
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Faber, Doris. Wall Street Stories of Fortunes and Finance. New York: 
Harper, 1979. 


Here are detailed, accurate, fascinating glimpses of the people and power of 
Wall Street. 

Maher, John E. and S. Stowell Symmes. Illus. by Don Buchta. Learning 
About Why We Must Choose. New York: Watts, 1970. | 

With carefully chosen examples, two leading United States economists 
explain important economic principles. 3 
Reidel, Manfred G. Illus. by Ric Estrada. A Kid’s Guide to the Economy. New 
Jersey: Prentice Hall, 1976. | 


Concepts and economic “lingo” become real in a curious mix of comedy and 
classic explanation. 


Parent-Teacher Books: 

Friedman, Milton and Rose Friedman. Free to Choose: A Personal 
Statement. New York: Avon, 1981. 

The conservative stance on economic issues. 


McRafie, George. Small Is Possible. New York: Harper, 1981. 


An outgrowth of non-violent economic philosophy that small ideas can 
become real for poor countries and make large impact: the bumblebee can 


fly. 


Samuelson, Paul. Economics From the Heart: A Samuelson Sampler. 
Paperback edition, HarBrace, 1983. 


Selections from the writings of the renowned economist. 


Silk, Leonard. Economics in Plain English. New York: Simon & Schuster, 
1978. 7 


Silk, a columnist for the New York Times, gives clear explanations of 
economic terms and concepts. | 


Magazines: 


Penny Power. 256 Washington Street, Mt. Vernon, NY 10550. Bi-monthly. 


This junior publication of Consumers Union aims to promote careful buying 
habits and teach economic principles. It is full of fun business ideas. Sample 


50 


articles: ‘How to Play the Cartridge-Buying Game,” ‘Getting Ready for the 
Holidays,” ‘““You Can Be a Pizza Chef,” and “Oops! Energy Goofs.” 


Newsletters & Pamphlets: 


The American Economic System and Your Part In It. The Advertising Council, 
825 Third Avenue, New York, NY 10022. 


A 20-page booklet prepared by the U.S. Departments of Labor and 
Commerce and the Advertising Council, describing the American economic 
system. 


Federal Reserve Banks of many cities also have pamphlet material about the 
economy, money, and the Federal Reserve System. 


(This bibliography was compiled by Inabeth Miller, Librarian to the Faculty 
of Education, Harvard Graduate School of Education.) 
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Replacement Policy and Disclaimer of 
All Warranties and Liability 


Scarborough Systems, Inc. and Tom Snyder Productions make no 
warranties, either expressed or implied, with respect to the software 
described in this manual, its quality, performance, merchantability or fitness 
for any particular purpose. This software is licensed “as is.’ The entire risk as 
to the quality and performance of the software is with the buyer. In no event 
will Scarborough Systems, Inc. or Tom Snyder Productions be liable for 
direct, indirect, incidental or consequential damages resulting from any 
defect in the software even if they have been advised of the possibility of 
such damages. Some states do not allow the exclusion or limitation of 
implied warranties or liabilities for incidental or consequential damages; so 
this limitation or exclusion may not apply to you. 


lf, during the first thirty days after you have purchased Aun for the Money, it 
should fail to boot, you may return it to Scarborough Systems, Inc. for a free 
replacement copy. Your dated purchase receipt must be included with your 
claim. If your disk fails to run or becomes damaged after thirty days, you 
may return it to Scarborough Systems, Inc. along with a check or money 
order in the amount of $5.00 payable to Scarborough Systems, Inc. We will 
then send you a new copy of Aun for the Money. 


Scarborough Systems, Inc. 
25 North Broadway 
Tarrytown, New York 10591 U.S.A. 


This warranty provides you with specific legal rights. There may be other 
rights you may have which vary from state to state. ; 


Cut along dotted line. 


Proof of Purchase. 


This coupon certifies that | have purchased Run 
for the Money by Scarborough Systems and Tom 
Snyder Productions. 


Signature 


Pe es 


-Aword about Scarborough and 
Run for the Money 


Software from Scarborough is Gerla to take full advantage of the 
capabilities of your computer ... and, at ee same time, it is enjoyable 
and easy to use. 

Each Scarborough program undergoes extensive testing and 
evaluation, and each step of the creative process is monitored to 

insure the delivery of a program that will bring new satisfaction and 
rewards to the home computer user. 

Whether your interests in home computing are directed towards 
furthering education or increasing the productivity of your household, 
Scarborough’s software fulfills the promises that heralded the arrival 
of your home computer. | 


